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JOIN THE 
QUARTERBACK 
CLUB! 


Are you ready to compete with the most elite athletes on the 
face of the earth? Are you ready to press your skills to their very 
limits? Are you ready to handle the most ee emer 
situations in all of sports? oe Sei ear eee 

ee 






















Then you're ready for NFL i arena ct : eS ae z : ee 3 oR. 

Because NFL™ QUARTERBACK CLUB™ has it al sierra 
quarterbacks, 28 NFL™ teams, pana: ieencat nats ce 
gridiron action! | ee cee —— cena eS 


rl i, aS 2 & 
= = oe —_ - ¥ aol is - 


games in one! peter car ye. — 


the most incredible workout i's ever or sPises Vv 2d! P . 

NFL™ gam “| sb oy. < 

playbook op ys inall! = 
oy Se ass 


pressure of the most intense turnin 1g points — he greatest 
in the sport's a) a Sa Woe Bowl ci 
tests ever! —through a ‘spectacular Simulation modi Src 
No matter how-you play, NFL™ QUART ERBACK CLUB™ iS YOu 
right to the line of scrimmage with a level of realism that has to 


fs 


be seen, heard, and experienced to be believed! : Be : REIS < ee ee 


The stadium is packed! The crowd is cheering in anticipation! — . 
The kickoff is near! Strap on your helmet and hit the field: You’ve — 
joined the NFL™ QUARTERBACK CLUB™...and you'll never think 
about football the same way again! 
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~~ Challenge (see page:11-17), 
NFL" Play (see page 18), and» ~ 
wae BSED (see page 31 -32).- 


"IF YOU'D LIKE TO HIT THE 

-— FIELD RIGHT-AWAY, TURN TO 
~ PAGES 33-34 FOR OFFENSIVE 
AND DEFENSIVE CONTROLS. 





BEFORE YOU HIT 
THE GRIDIRON 


LOADING: 
!..Make sure the power 
switch is OFF. ‘ 
2. Insert the NFL” QUARTERBACK CLUB™ : 
Game Pak as described in your SUPER NINTENDO ENTERTAINMENT 









= SYSTEM? instruction manual. If you wish to play a three, four or 


five MENGE game, plug in a Super Multitap™ (sold separately) at 


“s - tistin as Bescrinen in its instruction manual. 


When the game mode screen appears, you will have three 
“unique and Challenging game play optiae Quarterback 


Press LEFT or “RIGHT: onthe 
CONTROL PAD to highlight the - 
option you wish, then uss: the 
START BUTTON. ~ 








NOTE: For details on 
each individual game play 
option from this point on, 
turn to the appropriate page ) 
noted above. r. | 
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‘QUARTERBACK 
PROFILES 


NFL” QUARTERBACK CLUB” features 19 of the greatest quarter- 
backs the sport has ever known! Here’s a quick rundown of their 
careers, accomplishments, and abilities: 


TROY AIKMAN/COWBOYS eR 
Troy Aikman is one of the most feared quarterbacks i in er Pie: . 
the NFL™.. . His accurate arm and keen eye for the open Ne 
receiver have netted him-two Super Bowl rings... While at - 
UCLA, Aikman threw 41 touchdown'passes:in Two seasons... _ 
The Dallas star passed for'4,328 yards in his firsttwoyears 
in the NFL™, more > than any third-year qu -quartetiack in ales = = 
history. . ats Pata jovember 21, 1966 in West ~~. 





























| Coving, California... PMs 
Pe ee Sah “| —- : = : : 
DREW BLEDSOE/PATRIOTS ~ rae ERE 
The top draft pick in the nation’ in 4993, Drew's rook ie PSS, 
season with the Patriots was an impressive ¢ one, as h ee x 
threw for 2,494 yards in 13 games... Bom on Febru lary aS 
14 in 1972, he is one of the a ean ees ae See 





~ threw 20 touchdown passes, a pace not seen. inP tsburgh ~~ ms. 
_ since Hall of Famer Terry Bradshaw threw 22 in“81.... CRE: 

 @ ™S  Bubby is a teammate of NFL” ee Club™ “member Pe 
Nad a ~ Randall Cunningham. . 
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RANDALL CUNNINGHAM/EAGLES 


4 This electrifying quarterback has made Philadelphia a 
_ football force to be reckoned with. . . As likely to run as 
| _ throw, Randall excels at reading the defense and making 
the most of opportunities. .. Among the leading rushing 
< ——- quarterbacks in NFL™ history, with over 3,500 yards to his 
credit. . .Led the NFC with 30 touchdown passes in 1990. . 


3 Pe JOHN ELWAY/BRONCOS 
= Stanford graduate John Elway 









: was drafted into the NFL™ as a 
Las . first round pick by the Colts, 
Aas * — but has spent his profes- 
ee sional career with Denver 
oe . One of the most accu- 
Bekah a rate throwers around, John 
pee A me / “has appeared in four AFC 
-— | \ ie » championship games, and three Super 
ra y ~ Bowls. . . This Pro Bow! quarterback ~~ 






“has passed for almost 5200 touchdowns 












50.7 completion rate he 
. Real name: Norman 
lius Esiason. . . Took the 
~ ‘Bengals all the way to Super 
» Bowl XXIII in 1988, and was 
named the NFL™'s Most 
Valuable Player. .. He threw 
». aclub-record five touch- 
Suny ’ down passes against the 
-_ New York Jets in 1986, 
a and again in 1989 
against Tampa Bay. . . 
















JIM EVERETT/SAINTS 
The first quarterback in Rams history to pass for more 
than 4,000 yards in a season (4,310 yards in 1989), he 

came close to repeating that feat the following year when 

he threw for 3,989 yards. . .The right hander earned his — 
business degree at Purdue. . . A first round draft pick for 
Houston, he never played there, but has instead been a 
stand out for Los Angeles before moving to the Saints. . . 





sj] BRETT FAVRE/PACKERS _- 
_ Brett was born in Pass Christian, Mississippi on October- ~— 
10, 1969. ... Played in two Pro Bowls i imhis fifst three pro. a 
seasons. . . In his brief career, he as. Barer a 62.7 com- . | 
pletion rate. . . Known for his stro1 tis one of a 
the “comers” in the NFL™, with an i on 530 pass- 
ing yards in two years-at Green Bayes: “bed the NFC in a 
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IM HARBAUGHICOLTS ° cane 








Harbaugh has football in his. blood. . cA first round draft 
pick for the Bears in 1987, the: Michigan graduate pined 
the Indianapolis Colts in 1994. ... A mobile and tough-— 


minded rbaugh is amon the me resilient 
ampere rayersin te game 


>». 

; ay ~ 
JE AUC CRG AG eari more ‘tian’ ‘one Super gods 2 neh OES 
- ring, Jeff led the Giants to their'second Super Bowl victory sa 
- in 5 years in 1990... Jeff had.a career high tages . = ‘3 
yards with the Raiders in 1993. .. Known for his = ge -, 
ness, the veteran quarterback is able metsce! Monat ce vs 
injuries that might sideline others. . eee 


wn. 
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eal JIM KELLY/BILLS 
| Jim began his professional career in the now defunct USFL, 
- at | where he was named MVP in 1984... Kelly played two 
—_* seasons for the Houston Gamblers before joining Buffalo in 
— : 1986. . . He has led the Bills to four Super Bowls. . . Famous 
: for his ability to read a defense, Jim has thrown for over 
~ 36,000 yards in his pro career. .. The Pittsburgh native has 
, ™ been selected for the Pro Bowl four times. . . 
aS DAVID KLINGLER/BENGALS 
Fie. a oy tai another first round pick (sixth overall) who has 
Nia in quickly since the beginning of his pro career in 
+ a -_ Cincinnati. ,- Astrong arm makes him an able heir to for- 
p= 2 starting ( 0B and fellow NFL™ Quarterback Club” 


ae be eg eS aS “~~ _Amember Boomer Esiason. . v 








ari in bv De iat 1 ~— 
per er Bow XXV ov Sign d by Miami - 
in 1994, .. Kosar has played in 
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DAN MARINO/DOLPHINS 


_ The complete quarterback, Dan Marino has established 
many records, among them throwing for 5,084 yards in 
1984, the same year he threw 48 touchdown passes 
(another record). .. He is second only to Fran Tarkenton in 
career passing yards with 40,720. . .The Dolphin quarter- 
back is famous for his fourth-quarter come backs; oppos- 
ing teams have learned the hard way that no lead is safe 
from Dan Marino... A quick release and pin point accuracy 
are his trademarks. . . | 















CHRIS MILLER/RAMS - 

Accuracy is the word on Chris 

, Miller, the agile former 

Y Falcon.who now calls sig- 

_~ nals-forthe Rams... 
=| Played in the ee Bow, in 













gcbecten Ai ean get ee 
ae native, Chris was born in’Pomona on. 
3 oes , August 1965. 


- started all 16 games 
~ for Seattle in 1993, his 
' rookie season. .. Bick - . 
set rookie fecords Pas most Fcomplstion Ss 
_ with'274 and for most passing yardage 
with 2,833... Named the AFC Rookie of the 
Year... _ The Notre Dame grad was born 
March 3, 1970 in Goshen, obi ana. . 








WARREN MOON/VIKINGS 


One of the best-liked players in the game, Moon has 
enjoyed a long and successful pro career. . . Led the AFC in 
passing with 4,689 yards in 1990. .. Warren started out in 
the Canadian Football League with the Edmonton Eskimos, 
leading them to five Grey Cups, the Canadian equivalent of 
the Super Bowl. . . His 21 TDs and 3,485 passing yards 
were second only to John Elway in the AFC in ‘93... 









~ NEIL O‘DONNELL/STEELERS | 
Pro Bowler Neil O'Donnell is a New Jersey native — 
who aeka for the University of Maryland. . . Neil enjoys 
~~ an 80,5 80,5 overall career rating. . . As a Steeler, he has 
ey ue 1998 he threw for almost 1 000 yards 
ene Nek among the top active 
Ee hconnietion rate... 
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THE QUARTERBACK 
CHALLENGE ™ 


The Quarterback Challenge” will test your skills in four 
demanding events. It’s great for competing against other quarter- 
backs, or for use as a training tool in the preseason before get- 
ting the team on the field for full-scale game play! You carnalso — S 
build up your own Custom Quarterback by competing repeatedly 
in the challenge events— and t then spar him pia NFL ‘Play’ in 
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a different color. NG om ae or ‘Ger bo 
screen. All players (up mpauseete 


press their START BUTTON. When the irst STi 

pressed on one controller, all Lother p ayer 

| d | down ee , 
on screen) to press their - ~ = 
START BUTTON and enter. the. — 
challenge. Once all participat- 
ing player controllers have 
been entered, the player order - 
box will randomize the order 

| in which players will select 
Quarterbacks and compete in 
the first event. 


SELECTING OUR QUARTERBACK» 





Each player will then be asked to select their quarterback from 
the 19 NFL™ superstars available in NFL” QUARTERBACK CLUB”. 
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First, press UP or DOWN on 
the CONTROL PAD to scroll 
through the list of names and 
highlight the specific quarter- 
back you want. When your 
choice is highlighted, press the 


Eom ICCURACY — ~ 
ELWARY 





B BUTTON to see the player’s | cucners 
statistics and attributes. To | 
view. Snuuies F-quarterback S = 










~ ——" 





ge, you may choo: een your own 
quart Y our custom Quarterback will initially start 
with nom n inal attribute ratings i in each of the categories used 
uarterback Club™. To make him a viable competitor, 


ce you must t increase y your custom player’ s abilities ay Sucoesstuny 


“do $0, you will raise your custom Huatishark’s ability ratings. To 
“select the Custom Quarterback feature, first highlight Select QB, 
then press RIGHT on the CONTROL PAD to highlight the Custom 
category, then press the B BUTTON. You may choose uniform 
color, uniform number, player skin tone, and the player’s throwing 
arm (left or right) by first pressing UP or DOWN on the CONTROL 








PAD to highlight a category, then the B BUTTON to scroll through 
to the desired settings. You can give your custom quarterback a 
name of up to eight letters by pressing LEFT or RIGHT on the 
CONTROL PAD to highlight letters. Press UP or DOWN on the CON- 
TROL PAD to scroll through letters and numbers. To erase or go 
back over any letter, press the Y BUTTON. Once you’ve entered a 
name, press the START BUTTON to exit. When you are satisfied 
with your selections, press DOWN on the CONTROL PAD to high- - 
light Custom OB, then press the B BUTTON to exit the Custom 0B 
option: You can give vane custom, sustaper’ a. hame. * up to” : 


Pn 


RESTORE QUARTERBACK uon alos ou 
viously "bul musne een in order et : ake h 















option. Beebe pa selec “oe Custom 
Quarterbacks. When thesieaived quart terback is di 
the CONTROL PAD to highlight ‘Custom OB, where jou-nt 

him as described under Build a Custom OB. To-begin the ~~ 
Quarterback Challenge, highlight Custom OB, then press 
BUTTON. At this point, you may-select Specific events or review 
Quarterback Challenge” rules. Press the CC ONTROL PAD to 
light specific listings at the top of the screen, then press. he B 
BUTTON. A Custom Quarterback may be used in the NFL“ Play - 
Preseason mode to actually bring your Custom Huger aut: ee 
real NFL” action! SP - ree 


SJHAXe we BAB ee SG 
The NFL™ QUARTERBACK CLUB” Quarterback Challenge allows | 
you to choose from among the four events. Compete in one, or 
compete in them all! To do so, press the CONTROL PAD to move 
13 the highlight bar at the top of the screen to “SELECT EVENT”, 


Sa eet 
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then press the B BUTTON. You will see a display of all four events. 
Press the CONTROL PAD to highlight the event you want to com- 
pete in, then press the B BUTTON to select that event. 

Hf you do not select any events and choose “START CHALLENGE,” you 
will be competing in a complete four-event Quarterback Challenge”. 

if at any time you wish to 
review the rules of a specific 
Quarterback Challenge event, 
“simply highlight the CHALLENGE 
RULES option.at the top of the 
2 Sateen and press the B BUTTON. 

NOTE: After each event, a 
- screen epee ih Se waes = 
ridings. Use the CONTROL PAD to scroll through the 
= stains Press the START BUTTON to go on to the next event. At the 
--end of the Challenge, a screen | with the Overall Sandegs appears. 
Press the ae oil my view es | 











-Press the CONT ROL PAD- to bighiight the CHALLENGE RULES 
“opto, then press fie B BUTTON to bring up the first of the four 
évent rules screens. A display 
‘of rules for that event will 
appear. When you are finished 
reviewing the rules for the first 
event, move on to the next one 
by pressing the B BUTTON. 
Continue until you have viewed 
all four event rules. Press the B 
BUTTON to return to the chal- 
lenge screen. You can then select another option at the top of the 
screen by pressing the CONTROL PAD and the B BUTTON. 








CHALLENGE EVENT RULES 


EVENT 1: ACCURACY 


The object of this event is to throw the football and hit the 
moving targets as accurately as possible. The closer the ball is to 
the target bullseye, the higher the point totals that will be 
awarded. You will have four 
chances to test your accuracy 
skills. Yellow frame cursors 
indicate the distance at which 
the ball will be thrown at bulls-- 
eye level within the frame. > 

Press the B BUTTON the dis- = 
tance you think will draw big 





points for a hit. 


—- 

EVENT 2: SPEED.& MOBILITY: ruse 
The object of this event i is totest your auility and speed DY oe 

completing an obstacle Course in the briefest time possible. You’ IFS 
have to dod r players, and at the end of f the course you'll =. 
have to throw a football at a fixed target. Press the A BUTTON. to 
jump over an obstacle and the Y BUTTON to duck under an obsta- oo 
cle. The faster you make your way through the course—and the ~~ ~ 
closer to the bullseye you throw the ball—the higher your score -~ 
will be on this event. You’ll have two chances e ) make your way. 
through the course as quickly | 
as possible. Knocking a bar or 
a cone will result in a time 
penalty, as will missing the 
target. Hitting the inner ring or 

- bullseye will subtract time 
from your run, giving you a 
higher score. 












Press the CONTROL PAD to move your way around the field. 
Note the worn path in the turf. This is the general course you 
want to follow as you make your way past the obstacles. After 
you hurdle the crossbar, you will step in to the throw zone. Press 
| the B BUTTON to start the red targeting arrows in motion. Press 
>. the CONTROL PAD to adjust the arrows for aiming your throw. 
-~ When the arrows are at the desired distance, press the B BUTTON 
be to irgw the ball. 
=m hs 
ae ~ EVENT. 3: DISTANCE 
See “The obj ct of this event is to throw the football as far as 
shes ible. ach quarterback will have two throws; the best one 
x uy yi unt toward ah ae 


re +t, st: 












i SE d NT 4 PRE 7 é ‘RECOGH T " ° 

pte Te tet hs te is to test your ability to recognize 
e iv af jets amidst a group of moving targets, and to hit those 
. = targets 3 as accurately < as possible. You'll have four chances to test 
i “your read and recognition abilities. 


_ Six targets will be on the field, but only three of those will be 
Ss < ~ Miye” targets; those will be the targets indicated by orange flags. 
| Note the yellow frame cursors that move along the surface of the 
field. These indicate where the ball will be thrown. You can adjust 
your aim by adjusting the position of these brackets by pressing 
the LEFT and RIGHT on the CONTROL PAD. When you feel your 1G 





is correct, press the B BUTTON to throw the ball. Be careful, 
though: if you hit a dead target, your throw will be considered an 
interception! If you hit the target rings—or the bullseye—those 
points will be deducted from your event score! 


SAVING YOUR CUSTOM QB 


If you have used a Custom QB in the Quarterback Challenge”, —_. 
you will be given the option of saving him or continuing. Youcan =~ 
save up to five quarterbacks. If your quarterback did poorly. and ~_ As 4 
you don’t wish to save his performance, s select Continue: with the: ane 
CONTROL PAD, then press the START. BUTTON to" retur to the . we 2s 
game mode screen. If you are satisfied. Wi hy yout quarterba ick’s = 
performance, use the CONTROL PAD to higt high th ean ee 
option, then press the START. ‘BI qT ON. You, vill then us 1 
TROL PAD to select which box you wish tos. 
to. NOTE: Saving over an exis it 
quarterback and replace him him 
START BUTTON to save th le Cu 
Continue and press thes ? 
mode scr 











NFL PLAY 


Are you ready for the most realistic NFL” game action ever? 
Then you’ve come to the right place! Because the NFL” Play 
option of NFL” QUARTERBACK CLUB” gives you more plays, more 
strategies, and more helmet-crunching action than you’ve ever 
seen before! 


= “SIX:GAME MODES 
‘ aS. bse A “NFL™ Play provides you with six modes of play: 
se Mascugcas Use this mode to compete in Preseason 


in. Preseason mode. allows you to import Custom 
acks or Substitute NFL Quarterback Club™ member 





f if 






Se) oo | 


= = 
oe 


jst oad setup ‘an AFC vs. NFC 


Be 
44 


' 


: No matter which mode of play 
you choose, you can compete 
at three levels of difficulty: 
ROOKIE, PRO, or ALL-PRO. 














CHOOSING YOUR 
TEAMS 


Once you’ve chosen your mode of play, it’s time to choose the 
team you want. This screen allows you to choose ae of the 28. % 
NFL™ teams you want to be on. 













lg Taare a a 
te 
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Sees ae 


Press the UP or DOWN onithe.COn TE 
that attri 


fs | 


all 28 NFL™ teams. Note ae velS at 
important categories: passing, running, t 


blitzing, cov ; and spe team: 

through to the team you. waril,B AR’ ON = S=ss, 

+ z. ie Le ee = tee : 

NOTE: When you conti as eason or Enter-Ple volts or only 
the team on the left of the screen may be selected. The ; 


the right will automatically ‘modify to display whict r = yyour Res 
selected team willface in the Upcoming: SAME, Berk & TES Se = 

tn Pee ae 
CUSTOMIZING WEATHER, PLAYING — = i 


SURFACE, AND OTHER GAME OPTIONS | 


Once the teams are chosen, there are several other decisions 
about the game that need to be made. NFL™ QUARTERBACK 
CLUB” provides you with the following choices: 


19 @ Choose a home or away game 


@ Choose from six weather options: fair, rain, snow, hot, cold, 
or auto—which allows the computer to randomly choose for you. 


@ Choose between grass and artificial turf playing surfaces. 


@ Choose one of five quarter lengths: 1, 2, 5, 10, or 15 minutes 
per quarter. 


| 
GAME TIME 
|... PLAYER SELECT 


' < ay. After selecting your teams and setting your custom options, 
oar ~it'sttime | to select which. team to play on. Five players appear in a 
= = -s ni-circle. A number appears above every player there is a 

Bs Eset llr pipe in for. Each controller has a color assigned to 
Or-assignment is in effect for all modes of play). An 
saring the color “y ioe to that controller. An arrow 


S 








rqnly 
to se the CONTROL PAD 

ey oe mi ve your ple e eam you wish to join. 
~ --The game will b S| thes s the START BUTTON 

6n he Col game, make sure 
oo as chosen before starting If a iny player i in a multi- 
es layer game does ne ike a selectic 1, the computer will control 
a lat player. you ish to change your selection, you may do so 

ae i in ssing: the START BUTTON to bring up the 

é Pa NS use Options screen ei 


selecting Restart Game. If you 
Es Si to watch a computer | 
= controlled. game, simply press Sy Uedtner teaay iS "6a: = 


~ at TexGel st ediuns 


_ ‘the START BUTTON without 
moving a player to either team. 








In a multi-player game, play calling priority is determined by 
controller number. The player whose controller has the lowest 
number is the Offensive Team Captain, and therefore chooses the 
offensive plays. The player whose controller has the next lowest 
number (the Defensive Team Captain) calls the defensive plays. 

For example, if players with controllers 1 and 3 have selected the : 
Cowboys, and players with controllers 2, 4 and 5 have chosen the 
Bills, the player with controller 1 will call offensive plays for the - 
Cowboys, while the player with controller 3 will call defensive ; 
plays for them. The player with controller 2 will Call offensive — 


ws 


plays for the Bills, while the player with- controller 4 will call © ES = : Sak 
defensive plays. In this example, the player ttc tee sated, 
does not call plays; only ania ee eee or i oe eS = 
numbers on a given team are Captains. —— = a Sis = 
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4 : -s ee = 
= eee ~. ;™. a f . i 7 * = oy 
THE COIN TOSS. * $5 SENS IRS = S 
a SR Pa RR a Me 
vill kick pays A aS — ?  ?. < 
' 7 " i ‘ I = 7 jeter } ! ~ af ge * 


receive. The visiting team 1 ats 
CONTROL PAD to move ‘indica 
Results of.the.toss. Rear See 
immediately. Ifyou win'the. =| Gate eucce 
toss, you may elect to either -- a) -_4ie 
kick off or receive by: pressing 3 eo; se 
the CONTROL PAD to highlight ~ aS 
your choice and the B BUTTON: 
to select it. If you'lose the toss, 
you get to choose which goal 
you wish to defend by high- 
lighting your choice with the 
CONTROL PAD, then pressing the B BUTTON to select it. After 
selecting, each team will choose the respective kick or return 
play they wish to run. It’s kick off time! 
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At any time during game play, you may press the START 
BUTTON to halt game play and activate the Pause Options screen. 
This screen allows you a wide 





variety of statistical and game | ac a8 
play options: So. im we =D 
Press the UP and DOWN oan iy 
CONTROL PAD to highlight one eee 7 
of the eight pause options 


-. gyailable; To activate that - 


“option, préss the B BUTTON. To 
~exitthe Pause Options screen 
_iflotutlizing one o or more of the options, press the START BUTTON. 


Sa detailed ex ‘explanation of what each option does: 


“SUBSTITUTING QUARTERBACKS: This allows you to bring the 
second string quarterback off the bench: and into the game, or to 
~import-a-custom quarterback i Th Preséason mode. Press the 
8 BUTTON to swap quarterbacks. 3 se 3s 
EAL Pei anim enables you to call z a time out and stop the 
game clock: The time out will be eee to the team that called 
“up the Pause uns Seren. =e “ 

IE STATISTICS: This allows you to view a comprehensive 
-compiaton F: statisti a for the game up to that point. Press the UP 
— and DOWN CONTROL PAD to 








FPoirs= i151 


Tovar vere: *)\to the Pause Options screen. 








SET AUDIBLES: This allows you to access your playbook and 

assign specific plays to the A, B, and Y BUTTONS for audible use. 

Press the LEFT and RIGHT CONTROL PAD to scroll through the 

plays, then press the A, B, or Y BUTTONS when the specific play 

you want assigned to that button is in the box labeled with that 
button’s letter. Press the SELECT BUTTON to move the highlight 
between Offensive and Defensive plays. Press the START BUTTON | 
to return to the Pause Options screen. = _ ae oer | 


DRIVE SUMMARY: This pees. you cu details of the current 


at oe oe 


place. The screen will also provide you with a agtiicatores = Re 
down of that drive. Press the B BUTTON Sete: ) Lae 





SMOOTH CAM REPLAY: This will allow | you $5 review arr analyze “3 : 
the previous play. Press the CONTROL PAD to move the camera’s - : 
point of view to the ball, a specific player, or a particular area of 

the field. To watch the play in real time, press the A BUTTON. To: 

watch the play in frame-by-frame slow-motion, press the B 

BUTTON. To rewind the action and review the play again, press 
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the Y BUTTON. For fast forward, press the X BUTTON. To shift the 
replay to an opposite-angle point of view, press either the LEFT 
or RIGHT trigger. Press the START BUTTON to return to the Pause 






Si =, fo.cancel x game play up to 
to the Player Selects it to choose which 


ce Sat eee | 


¥: Allows t ne’player to Set a no huddle” situation on 
rte ose BESreey game play or be Rae and 


are Nipnted ie default audibles. When you étioase this option, the 
“computer will ask you if you are sure. Press the LEFT or RIGHT 
CONTROL PAD to highlight either “yes” or “no,” then press the 
B BUTTON. NOTE: Once a No Huddle offense is set, it will remain 
in effect until the clock stops or you turn it off by choosing a hud- 
die setting. 
24 





THE PLAY BOOK 


This is your playbook, your guide to the strategies and 
circumstances that pro quarterbacks must master to succeed 
in the NFL®°. A poster featuring every play in NFL Quarterback 
Club is enclosed with this game. 


PLAY PLAQUES: © = 22-33 = 
Each play in NFL“ Quarterback Club is diagramed! on on ona play $ 
- 





plaque. To help you understand the diagrams, a brief legend = sighs 
appears belowe's fp ere oe ES PRESS RO ARE ay OO 


* 
= 









A Circle denotes a ose ra 
player. The circle eS: i 







player i is positioned at the ~ =< ~~ dir eC ctio: i ae Bloc 
Start of a ae ESS re = 


—e.. 
Fe 






Tee ape ae oe $ t< 
if SF ae 
— | = eens ; w= 












the payer should 
move Te Saves “3 
——_— 
A Dottett Line from - 
oe ee i = 
or Eee SSD ws Rene PRs ae Rae 
t eta a a ann eens ope 7 
“A ~s te A “4 





ON DEFENSIVE PLAQUES: 


A Circle denotes a 

| Lineman at the line 
of scrimmage. This 
player will remain near the 
scrimmage line. 


Pa =T A Square denotes a 
or o Linebacker. This” 
i J} player defends 















SS ee 





A Darkened Circle at 
the end of a line from 
a Square or an X 
denotes the player is going to 
an Anchored Zone. This means 
the back will defend this zone, 
and not leave it to pursue an 
offensive player unless it’s 


clear that surrounding 


coverage has failed and 


me | = there is no one else able to 


pune him. 








YARDAGE SITUATIONS 


Offensive and defensive plays are divided into Short, Medium 
and Long yardage situations, with many plays in each formation. 
For example, in a Short yardage situation, in a Pro Set formation, 
the offense can choose from a half dozen different plays. Below 
is a brief outline of some of the , 
characteristics of each yardage Stuer | 


SHORT : Sr See 
Short yardage situations include anyitng ikl ot eee ees 
Offense ae TAS 
PASSING — Patterns tend'to ee ante: = aS: ¥ 


RUNNING — Short yardage situations call AE and mee 
tend to favor the bigger.men, Full backs and Halfbacks pei ee 
Defense LEI TEST ASE < — 
PASSING — In defending Suaiiet the passin short yardage: = 
situations, linebackers and defensive backs must‘es eas | 
coverage close to the line while keeping the ckfield covered— 
a tough. assignment. = =) te = Sepa oe sae 
RUNNING — Defense s similar to that or-sh t passing? = = =A— 
situations) bt on 












-greater.emphasis on: cover 








i, ° Agi ee _—t. ER, ic 
MEDIUM. =< os Sy re : 
Medium yardage situations include any ryt from 16-30 yards: =. 
Offense SSG RSA BSA RS Sern Bs 


PASSING — Passing patterns’ in aon stone at 
have the receiver breaking at a point double that Bilan Sina) = 
plays. Speed becomes more important. ; Ee we a. 
RUNNING — Misdirection plays a greater parti Tt 1 the Medium ee. 
yardage running game, with increasing use of trap and d pul ee = = 
blocks. - 


= 
~~ 
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ra | 
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Defense 

PASSING — In many Medium yardage situations, pass coverage 

means intense line penetration coupled with plenty of depth 

coverage from the defensive backs, who must still be wary of the 

short play. 

RUNNING — Defending against the run in a medium yardage 

situation requires the defense to be especially watchful of the 

offensive line and backfield as they try to draw the defense into 
77 misreading the play and committing costly blunders. 


ae = LONG 

=. vedas situations include anything over 30 yards. 

SING Me — Long arg passing plays are not desperation 
s, but s 5 : ca patterns that often result in 





ctr. 
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Wy ke nh, 

















“pct fe avorites for the long 
Fas ae 2) xpe sting a pass 
a i 
toms | 5 Fe) s 
ae “< oe zi 
or ye y 
—s jass play is a defensive 
‘a ary is the name of 
acct ira fe read before 
. a _——. es < = 
| e io — — Ano jhe where s the offense will be faking 


; to gain big on the ground. Defenders must be 


it line. ee 


— = a < - 


=o, tata 
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OFFENSIVE PLAYBOOK 


The Offensive Playbook in NFL” Quarterback Club” is 
extensive. The plays use four different offensive formations, 
which apply differently in Short, Medium and Long yardage 
situations. The formations are as follows: 


PRO-SET | PRO SET 











The Pro Set is perhaps the most popular offensive 

lineup in the NFL°. In this setting, a fullback anda - 4 

seeeee* | halfback line up beside each vother. behind the” 5 e3 s = 
Santi | Se ae is tag ge 3 ay 
POWER T |} FORMATION - PETIT shila pS een 


eocnons | behind pemsteine be i a att 
ale | pope for running see eps oe di 


“Se A ee 
ie al Pele BR NS 





SHOTGUN 


8 senege 















RUN & snogT = qe 
The Run & Shoot is a tion feat | 
_fast receivers and Aone “The speed of the 
receivers can maké for quick yardage gait Sif 


=> —. s 
a ie 


the pass is completed. Sait. a Ss 
| 


NFL” QUARTERBACK SIGNATURE PLAYS ~ nae 
Each quarterback featured in NFL™ Quarterback Club™ has a. 

signature play which is typical of his playing style and highlights 

his particular strengths. Once you’ve selected a quarterback, look 

through the playbooks to find his signature play, which is 

designed to make use of his unique abilities. 











DEFENSIVE PLAYBOOK 


| The Defensive Playbook in NFL™ Quarterback Club” features 
five popular defensive formations, which have multiple play 
options in either Short, Medium or Long yardage situations. 


6-2 

| The 6 - 2 defense features six linemen and 2 

| linebackers. It is a potent defense against the 
run, but don’t rule it out for pass coverage. 
“Check the playbook for emevs featuring extra 
SS 



















| eon features three down lineman and 
| skers and i is very effective goemst 





4‘ 
2 - 
= “a . - ss 
. nr 
i‘ i } a 


E @ Nic I Ral dotense gets its n name from the addi- 
| ‘tion of an extra defensive back, making for five. 

| This makes for effective pass coverage in a situ- 
ation where a pass is likely. 


| DIME 

| The Dime has backfire potential in it, as the 
defense opts to add yet another defensive back. 

| Only used when a pass is a virtual certainty, as it 
ze } leaves the defense vulnerable to the run. 
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PENALTIES 


KICK OUT OF BOUNDS: ILLEGAL PROCEDURE 


lf a kickoff goes out of bounds without either team 
touching it, the receiving team may take possession at their 


own 40 yard line or at the yard line where it went out of : 
bounds, whichever is better for them. 1 : | 


5 yard penalty, Ali repeat of ‘ion The ofenoe must hike ee = 
the ball before the 40 oe play clock expires, Sore 


. "> og AS mpd 
OFFSIDES Smad PAR al goes 











u; exe. = s 2 ie 
. <= 
= 
5 yard penalty. Joanie aye 
scrimmage before the ba A ; snappe: 


be on his side. of the ball wl , 
touch an ‘opposing pla yer 


ae, ee 


PASS INTERFERE RE — 


with: are 
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ae al” ie fo 
2 in —— = - - 
=e be a ge Sa 
A ne * a a hs aS = 
1 a. a z = 
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SIMULATION 


i When you choose Simulation mode you find yourself 
thrust into the high-pressure turning points of past Super 

! Bowls and other intense game situations! You may be down 
28 to 14 with 3:50 left to play, as the Raiders were against 
the Steelers in September of 1976, or you may find yourself 
; 
j 





playing in the very first Super Bowl, with Kansas City 18 

~ points behind Green Bay in the 4th quarter. You may even 
wind up back in 1957 for the Western Conference 
~~ Championship with the Lions trailing the 49ers 24-7 at the 
es game the Lions went on to win! 
at “As oo eee! ait esate Swoulation situations, 
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BASIC OFFENSE 









GENERAL OFFENSE CONTROL 

Move control to player with ball ............. 0.00. cee cee eee ene B BUTTON 

Move controlled player around field ............... ee .., CONTROL PAD 
QUARTERBACK BEFORE THE SNAP 
Bring up audible), Lira se ite, Merci T hain ania ata . A BUTTON - 
Select audible cd ssnsgees' Criceer Perec tant ew ee Y,BorABUTION 
NOTE: An audible will cancel after 2 seconds if no button is pushed, or ise hig . 
by pressing the X BUTTON. + AR oot . i. 
Put tight end in motion Shas te a ee 
(on some running and passing plays) <........ % _ LEFTRIHT CONTROL pan’ a 4 * 
Fake hike......... Sette ern Sa ow core ent A BUETONS eee 
Hike the ball ...... Sie oe: ad ae aera eae ot 33 - BBUTTO yo = 
NON-QUARTERBACK PLAYER BEFORE tHE sit ae ee | 
Select player........... Stag vaaretrerear Sree ae 





QUARTERBACK AFTER THE SNAP ee he. ES eat sy 
ae 3 Se = 








Throw to intended receiver... 





NOTE:A quick tap will ob the bi ie u 
4 >: eee ti. he S. 

PLAYER IN -etGd OFBALES se cd 

Soe = “<™ Se ee 
Run with an of spee ty ake i 
Spin ONCE... wa Se eee . ne eter SeroAS Sa 
MUKG"A neta aby cisea ee ae: Renate 
DIVOm serene te hacen eae Y ES ae 5 NS 
eats Pe ee Pe a ae ee oe ee . ee Pe ‘ Tay ‘ SN ~~ | ,. . es a ge 
RECEIVER TRYING-LO. gATCH BALL: mee Sar Ser eS. 
Standing Catch............ so eat tag ahs oe Sait ee aes } 
Dive for Ball. .........s0.. CONTROL PAD IN DIRECTION OF BAL: A SSIIO 
Jumping Catch........... CONTROL PAD IN DIRECTION OF Bet + MBUTTON 
KICKOFFS, FIELD GOALS AND PUNTS : 
Hike the ball and start the kick meter. ...........6. 050.0000 c ue B BUTTON | 
Kick the Ball os ms su oan sate Bec ae tank eae eae B BUTTON | 
Control the Angle of the Kick until the 
Kick Meter is Locked in Place.................».LEFT/ RIGHT CONTROL PAD 
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Bb a 2 I Se acca aa ean, 
BASIC DEFENSE 


BEFORE THE SNAP CONTROL 


Select a different player tocontrol .................. LEFT/RIGHT TRIGGERS 

Call up defensive audibles ......... cc. c cee ce cee ee eee en een eees A BUTTON 

Select defensive audibles..............-00+e0++0+++++++¥, B Or A BUTTON 
_\ NOTE: An audible will cancel after 2 seconds if no button is pushed, or instantly 
_.. by pressing the X BUTTON. - 
















: es a ten? 
a : i Pa a = - . 
i - Ma " 

F \ AFTER THESNAP = - 
7 ea” : ‘ a = 
e i a a a rd 

Pa * ‘. = i a Pe a . = « - 
- # ‘=i _ * 
7 = 5, E 





Con L o stto ewe seneeee . a asi duis wee ves weirs & BUTTON 
‘ = ape 4 - oa re 


Be tans )k......... ABUTTON 
CONTROL PAD IN DIRECTION OF BALL + Y BUTTON 
/Pass...... CONTROL PAD.IN DIRECTION OF BALL 
| : + ABUTTON 
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_ SPECIAL OFFER ON 
A GIANT-SIZED QUARTERBACK 


New Action Packed? MAMMOTH CARDS 


¢ Giant 7.5” x 10.5” Embossed, Gold Stamped Cards! 

¢ One card of each member of the NFL Quarterback Club” 
¢ Limited Edition...only 25,000 of each card printed! 

¢ Each card individually numbered! 


Get yours now: Send only 5 Package Backs from Action Packed® 
Football Cards plus $3 for shipping and handling to: 


Acclaim Mammoth Offer 
P.O. Box 748 
ltasca, IL 60143-0748 


Make checks payable to Action Packed. Please allow 4-6 weeks for delivery. 
Offer available while supplies last or until May 31, 1995. 


(Due to limited production, requests for specific players cannot be honored--Mammoth 
cards will be redeemed randomly.) 


NFL Quarterback Club Cards: 


Troy Aikman Jeff Hostetler Neil O’Donnell 
Drew Bledsoe Michael Irvin Jerry Rice 
Bubby Brister Jim Kelly Mark Rypien 
Randall Cunningham —_ David Klingler Barry Sanders 
John Elway Bernie Kosar Phil Simms 
Boomer Esiason Dan Marino Emmitt Smith 
Jim Everett Rick Mirer Steve Young 
Brett Favre Chris Miller 

Jim Harbaugh Warren Moon 
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SEASONS 


ried 


The legendary players, 
coaches and teams that 
have made NFL football 

what it is today-- 
the most-watched 
sport in America! 


a ae rs Ca 


A quarter-century of action 
you were eyewitness to, v ? "2 oe 
with Frank Gifford, Howard a a ee of Jerome Bettis, 
Cosell, Al Michaels, Joe “1 bs Ss NFL stars carrying it on to Reggie White, Steve 
Namath and Don Meredith. ; ; the cutting-edge sounds. Young, Sterling 
of Pantera, Cracker, Sharpe, Nate Newton, 
Fishbone, Iggy Popp, Emmitt Smith, Eric 
Brother Caine, Red Cross Allen, and coach 
and Soup Dragons! Buddy Ryan. 


Fox TV network... 
action-packed profiles 


r 7 
aida a eke bar The most preposterous 
est dance hits of country passes, fabulous fumbles 
music...NFL style! Music by and wacky sacks of all 
Vince Gill, Wynonna, Joe time! It's a countdown of 
Diffie, Dwight Yoakam, catastrophe that will 
Sweethearts of the Rodeo, have you in stitches 


George Jones and 
Hank Williams. again and again! 


7 re AL Peberes. Vth 
0 1904 ABC Sports inc PolyGram Video 
1) 7994 PohdGram Recods, Inc 
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LJN, LTD. LIMITED WARRANTY 


LJ, Ltd. (LJN) warrants to the orginal purchaser only of this LJN software product that the medium 
on which this computer program is recorded is free from defects in materials and workmanship for a 
period of ninety (90) days from the date of purchase. This LJN software program is sold “as is,” without 
express or implied warranty of any kind, and LJN is not liable for any losses or damages of any kind 
resulting from use of this program. LJN agrees for a period of ninety (90) days to either repair or 
replace, at its option, free of charge, any LJN software product, postage paid, with proof of date of 
purchase, at its Factory Service Center. Replacement of the game pak, free of charge to the original 
purchaser (except for the cost of returning the game pak) is the full extent of our liability. 

This warranty is not applicable to normal wear and tear. This warranty shall not be applicable and shall 
be void if the defect in the LJN software product has arisen through abuse, unreasonable use, mis- 
treatment or neglect. THIS WARRANTY IS IN LIEU OF ALL OTHER WARPANTIES AND NO 
OTHER REPRESENTATIONS OR CLAIMS OF ANY NATURE SHALL 

BE BINDING ON OR OBLIGATE LJN. ANY IMPLIED WARRANTIES APPLICABLE TO 

THIS SOFTWARE PRODUCT, INCLUDING WARRANTIES OF MERCHANTABILITY 

AND FITNESS FOR A PARTICULAR PURPOSE, ARE LIMITED TO THE NINETY (90) DAY PERIOD 
DESCRIBED ABOVE. IN NO EVENT WILL LJN BE LIABLE FOR ANY SPECIAL, INCIDENTAL, OR 
CONSEQUENTIAL DAMAGES RESULTING FROM POSSESSION, USE OR MALFUNCTION OF 
THIS LIN SOFTWARE PRODUCT. 


Some states do not allow limitations as to how long an implied warranty lasts and/or exclusions or limi- 
tations of incidental or consequential damages so the above limitations and/or exclusions of liability 
may not apply to you. This warranty gives you specific rights, and you may also have other rights 
which vary from state to state. 

This warranty shall not be applicable to the extent that any provision of this warranty is prohibited by 
any federal, state or municipal law which cannot be pre-empted. 

Repairs/Service after Expiration of Warranty- If your game pak requires repair after expiration of the 
90-day Limited Warranty Period, you may contact the Consumer Service Department at the number 
listed below. ‘You will be advised of the estimated cost of repair and the shipping instructions. 


LJN Hotline/Consumer Service Department (516) 624-9300 
Distributed by LJN, LTD., Marketed by Acclaim Distribution, Inc. 
71 Audrey Avenue, Oyster Bay, N.Y. 11771 


COMPLIANCE WITH FCC REGULATIONS 

This equipment generates and uses radio frequency energy and if not installed and used properly, that 

IS, in strict accordance with the manufacturer's instructions, may cause interference to radio and televi- 

sion reception. It has been type tested and found to comply with the limits for a Class B computing 

device in accordance with the specifications in Subpart J of Part 15 of FCC Rules, which are designed 

to provide reasonable protection against such interference in a residential installation. However, there 

is nO Quarantee that interference will not occur in a particular installation. If this equipment does cause 

interference to radio or television reception, which can be determined by turning the equipment off and 

on, the user is encouraged to try to correct the interference by one or more of the following measures: 

* Reorient the receiving antenna. 

* Relocate the Super NES with respect to the receiver. 

* Move the Super NES away from the receiver. 

* Plug the Super NES into a different outlet so that the computer and receiver are on 

different circuits. 

If necessary: the user should consult the dealer or an experienced radia/television 

technician for additional suggestions. The user may find the following booklet prepared 

ae Federal Communications Commission helpful: How to Identify and Resolve Radio- 
Interference Problems. This booklet is available from the U.S. Government Printing Office, 

Washington D.C. 20402, Stock No. 004-000-00345-4. 


The NFL Quarterback Club is a trademark of the National Football League. All Rights Reserved. 
Developed by Iguana Entertainment, Inc. LJN is a division of Acclaim Entertainment, Inc.® & © 1994 
Acclaim Entertainment, Inc. All Rights Reserved. ®World Wrestling Federation and its logos are regis- 
tered trademarks of TitanSports, Inc. All distinctive character names and likenesses are trademarks of 
TitanSports, Inc. © 1994 TitanSports, Inc. All rights reserved. Licensed through Leisure Concepts, Inc* 
Photo Credits: Steve Young © Michael Zagaris/NFL Photos. Troy Aikman © Paul Jasienski/NFL 
Photos. Dan Marino © Bob Rosato/NFL Photos. Randall Cunningham © Paul Jasienski/NFL Photos. 
Bee Bledsoe © Bob Rosato/NFL Photos. John Elway © Bob Rosato/NFL Photos. Jim Kelly © Mike 
rel/NFL Photos. 
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